The GELIDIS Rules to DE BELLIS ANTIQUITATIS 


Copyright (c) Phil Barker, Richard Bodley Scott & Sue Laflin-Barker, 1990, 1995, 2001. 
These are a ‘stripped-down to the bare minimum’ version, of the De Bellis Antiquitatis rules, 


compiled for the Greater East Lansdowne Invitational DBA Instructional Seminars 


ASSUMPTIONS 

Terrain is pre-set, Starting board edges are pre-set, The rivers are all either 'average' or 'paltrey' 
There are no Built-Up Areas, Each side starts with a camp containing an element of camp followers 
(I want to get my friends started moving the troops around and fighting battles, ASAP.) 
INTRODUCTION 

Play is in alternate bounds, simulating approximately 15 minutes in real life. 

For convenience 100 paces in real life is taken to be equivalent to 25mm or 1" measured in the game 
Any distance can be measured whenever a player wishes. 

All die rolls use a single ordinary 6-sided die. 


An army consists of 12 elements, one of which includes its general. 


The number of men represented by an element varies. At the nominal ground scale it would be 
about 1,000-1,200 men, for figures mounted 4 to a base 


Elements consisting of a single model can represent up to 25 elephants, chariots, war wagons or 
artillery pieces. 


Some armies have mounted elements that can be exchanged for a related foot element, 
during the game, as part of a tactical move. They cannot remount. 
THE TYPES OF TROOPS IN DE BELLIS ANTIQUITATIS 


Mounted - Light Horse (LH), Cavalry (Cv), Knights (Kn), 
Elephants (El), Scythed Chariots (SCh), Camelry (Cm) 


Foot - Blades (Bl), Spears (Sp), Pikes (Pk), Warband (Wb), Auxilia (light infantry)(Ax), Bows (Bw), 
Psiloi (skirmishers)(Ps), Artillery (Art), War Wagons (WWsg), Hordes(Hd), Camp Followers, 
TERRAIN 


A Waterway represents the sea or a great river such as the Nile. It is impassable, 
and you should not get your troops where they must recoil into it! 


Woods, Marsh, Rough, and Steep (but not Gentle) Hills, are bad going. 
Dunes and Oasis are bad going except to camels (3Cm and 2Cm). 


An element which is partly in bad going counts as entirely in bad going for movement 
and close combat. 


Hills give a close combat advantage, 
if part of an element's front edge is upslope of all of its opponent. 


A Hill's crest, or the edge of a Wood or Oasis, blocks shooting, from or at, 
an element base edge entirely beyond it. 


Elements in a Wood or Oasis cannot shoot at targets in that terrain piece. 


An element is defending a river bank, if its front edge, or both front corners, are touching the river. 


DEPLOYMENT 


Each side rolls a die, and adds the army's aggression factor to the score. 
The side with the lower total is the defender. 


The defending army deploys its troop elements, within 600 paces of its base edge 
It cannot deploy an element within 300 paces of a battlefield side edge, unless in a camp. 
The invader then deploys, with the same constraints 


If the defender desires, he can now take a pair of deployed elements, and exchange their positions, 
then repeat for another pair of elements 


If any side's home topography is LITTORAL, it can reserve 0-4 elements to be placed together 
anywhere on an existing waterway edge (at least 2 touching it) as a1 PIP group move, in its ist bound. 
SEQUENCE OF PLAY 

The invader takes 1st bound, then the two sides alternate bounds. 

During each side's bound: 

(1) The general dices for player initiative points (PIPS). 

(2) The general uses these PIP's to make tactical moves 


(3) Any Artillery, War Wagon or Bow elements, of both sides, that are eligible to do so, 
shoot once each, in the order the general decides, and make or inflict outcome moves. 


(4) Any elements of both sides, whose front edges are in suitable contact with enemy 
fight in close combat in the order the general decides, and make or inflict outcome moves. 


PLAYER INITIATIVE POINT — PIP - DICING. 

A bound begins with the general rolling a die. 

The score is the number of PIPS that can be used for tactical moves this bound. 
Any unused PIPS are lost, not kept for future bounds. 


Each single element or group tactical move uses up 1 PIP. 
Except in the sides 1st bound, a move uses up an extra PIP in each of the 4 cases following that 


apply: 
(a) If it includes any Elephants, Hordes, War Wagons or Artillery, or dismounting 
(b) If the general has been lost 
(c) If all of the element or group to be moved 
starts more than 1,200 paces from the general's element, 
or starts more than 600 paces away, and also: beyond the crest of a Hill, beyond a camp, 
or in or beyond a Wood, Oasis or Dunes, 
(d) If an element other than the general's, 
and the general's element is in a Camp, Wood, Oasis or Marsh. 
TACTICAL MOVES 
A tactical move is a voluntary move that uses up PIPS and happens before shooting and close combat. 
It can be by a single element or a group of elements. 
It must not be confused with outcome moves (recoils, flees and pursuits), 
which are compulsory, do not use up PIPS, usually follow distant shooting or close combat 
and are always by a single element. 
A legal tactical move cannot be taken back once the element has been placed. 
A tactical move by a single element can be in any directions, even diagonal or oblique, 
can pass through any gap as wide as its leading edge, and can end facing any way. 


GROUP MOVES 


Elements are a group if facing in the same direction 
with each in both edge and corner contact with another. 


To move as a group, each element must move parallel to, or follow, the first of them that moves, 
and must move the same distance, or wheel through the same angles. 


None can start in contact with an enemy element's front edge. 


Groups are temporary: if the whole of a group cannot move, 
some of its elements will probably be able to move as a smaller group or as individual elements. 


Conversely, a group or single element can move to join other elements 
and make its next move as a group including these. 


A group move by road, or across bad going or across any but a paltry river, 
must be in a single element wide column. 


A group move can include: 
Reducing frontage, to form such a column, or to pass through a gap (of at least 1 element base width) 
between terrain features or troops 
Following a road, 
Moving up to half an element base width sideways 
to line up with enemy within 1 element base width ahead. 


Otherwise a group can only move straight ahead or wheel by pivoting around a front corner. 
No other reductions or increases in frontage or changes in direction or facing can be made. 
An element or group whose move includes dismounting, 

moves the distance of, and ends as, the foot type. 

It cannot end in edge or corner contact with enemy. 


TACTICAL MOVE DISTANCES 


Any troops (except Light Horse) that move only on a road, can move up to 400 paces per bound 
(paces/bound or p/b for short). 


Auxilia or Psiloi move 300 p/b off-road. 
Other foot moving off-road, or mounted troops moving off-road in bad going, move 200 p/b. 


If the front edge of a single element, or of a column, is in a non-paltry river, 
it moves 100 paces/bound 


An element can move without measuring the distance: 
First, to pivot, from overlapping an enemy element in close combat against friends, 
to line up in close combat with that enemy element's flank, 


Second, to move between the center of a camp and its edge. 


Otherwise the maximum distance between 

the starting point of a corner of a single element, or any element of a group, 

and that corner's final position, 

depends on the speed of that type of element, (or the slowest-moving element in the group) 
in the terrain which it moves thru 


MAKING A SECOND OR THIRD TACTICAL MOVE IN A BOUND 


An element or group, moving along a road in column, 
who will not contact enemy, and who did not dismount, 
can make as many moves in a bound as they have PIP's for. 


Light Horse, Psiloi, Warbands, and Scythed Chariots 
can make more than one tactical move in a bound in special circumstances 


RIVER CROSSING 


Troops that enter a river must continue crossing at the same angle, or line up in close combat 
with an enemy element that is defending the opposite bank. 


CROSSING AN ELEMENT'S FRONT 


If an element is directly in front of the front edge of an enemy element or elements, 
(even only part of an enemy element's front edge) 
or in front of an enemy-controlled camp 


and it is exactly at, or closer than, 1 base width distance away 
and there is no other element even partially between them, 


then that element can only move to contact, or to line up, facing 1 of the enemy elements 
or to contact that camp. 


It can also retreat, directly to its own rear, without changing direction, 


Otherwise, it can only move as an outcome of combat. 


MOVING INTO CONTACT WITH ENEMY 


Troops can move into contact with enemy elements 

only if a single element, or at least one element of a group 

ends its movement by contacting an enemy element with its front edge, 

and with one or both of its front corners contacting a front corner of the enemy element, 
(or its full front edge contacting an enemy elements full rear edge), 

or overlaps enemy already in close combat. 


If there is a gap between enemy elements less than an element base width wide, 
some may be in edge but not corner-to-corner contact, so will not take part in combat this bound. 


Psiloi in good going, or Light Horse, which are contacted by an enemy group, conform to it 
unless themselves part of a group. 

In all other cases, the moving side conforms. 

Elements attacking a camp must be in front edge contact with it. 


BREAKING-OFF FROM CLOSE COMBAT 

A single element tactical move can be used by an element 

to break-off from enemy in contact with its front, but only if 
it has no enemy front edge in contact with its flank or rear 
and will not change direction 
or meet either friends it cannot pass through; or enemy. 


The element retires at least 200 paces, directly to its rear, and ends facing that broken-off from. 


DISTANT SHOOTING 


Distant shooting is limited to Artillery, which have a 500 pace range, 
and Bows and War-Wagons (except Litters) which have a 200 pace range. 


These can shoot at the edge of any 1 enemy element, 
War Wagons, or Bows and Artillery in a camp have a 360 degree shooting arc 


Bows and Artillery, if not in a camp, can shoot at enemy elements 
directly forward of their own front edge, or within an element base width on either side 


Elements cannot shoot if either shooters or target are: 
in close combat, providing rear support, or counting as an overlap, 
or if another element is, even partly, between the shooting edge and the target edge. 


Elements of different sides that can shoot at each other must do so. 


Artillery shoot only in their own side's bound, or, 
if they are themselves shot at by the target, and then only if they did not move. 


A 2nd or 3rd element that shoots at the same target element or camp 
aids the shooting of the first element, instead of being treated separately. 


Any more elements shooting at that target that bound have no effect. 


Shooting at or from a camp is treated as at or from its edge. 


CLOSE COMBAT 


In addition to hand-to-hand fighting, 
close combat includes shooting by mounted troops or foot skirmishers, or during a charge or melee. 


It occurs when elements move into, or remain in, 
both front edge and front corner-to-corner contact with an enemy element 
or front edge contact with a camp. 


When an element is contacted to front and to flank or rear, 
its opponents use only 1 die, and the combat factor of the element in front 


Elements not in mutual front edge contact with an enemy element 
but contacted to flank or rear by an enemy front edge, turn to face the first to so contact, 
at the end of the movement phase, the contactor making room. 
If an element so contacts the flanks of 2 enemy elements, 
both these turn, the 2nd moving to behind the 1st. 
If a 3rd element is contacted, it recoils. 


An element not in close combat to its front, 
but in mutual right-to-right or left-to-left corner contact with an enemy element, overlaps it. 


Any enemies in mutual flank edge contact overlap each other, whether in close combat or not. 
An element can overlap 2 enemy elements on opposite flanks, 

or elements exposed, because the enemy in front of that element 

recoiled, fled or was destroyed earlier in the bound. 


Only 1 overlap or flank contact can be counted on each flank 


A camp can be attacked by only 1 enemy element. A camp cannot be overlapped or overlap. 


RESOLVING SHOOTING OR CLOSE COMBAT 
Whether in contact, shooting or only shot at, each player rolls a die for their element, 
and adds the combat factor of that element, and any rear support and tactical factors, to the die roll: 
TACTICAL FACTORS: 
Add to or subtract from scores for each of the following tactical factors that applies: 


+2 If camp followers or other foot occupying their own camp, 
either in close combat or being shot at. 


+1 Ifthe general's element, either in close combat or being shot at. 
+1 Ifin close combat; and either: uphill, or defending any but a paltry river's bank off-road. 
-1 For each enemy element either: overlapping 

or in front edge and front corner-to-front-corner contact with flank 

or full front edge contact with rear 


-1 For each 2nd or 3rd enemy element aiding an opposing element's shooting. 


-2 Ifan element of any troop type except Auxilia, Bows, Warband or Psiloi, and in close combat 
while it is in bad going, on or off-road, 


-2 If mounted in close combat with an enemy element in bad going, on or off-road, 


COMBAT OUTCOME 


An element whose total is less than that of its opponent 
must make an immediate outcome move, 
which depends on its own type, 
and the type of the opponent in close combat with its front edge, 
or shooting at it. 


Elements shooting, without being shot back at, disregard an unfavourable outcome. 


An element that added +1 (but not +3), in rear support of a destroyed element directly to its front, 
is also destroyed. 


RECOILING 
A recoiling element moves its own base depth (width if less) to its rear, without turning. 


Elements in contact with an enemy flank or rear recoil, 
if a friendly element, in combat with the front of that enemy element, 
recoils, flees or is destroyed. 


Recoiling Elephants destroy any friends they 'back into' 


In some instances, recoiling Blades, Pikes, Bows, Psiloi, and mounted troops 
can recoil thru friendly elements. 


In all other instances, recoiling elements push back friendly elements 
that are facing in exactly the same direction 


Recoiling elements cannot push back Elephants or War Wagons 


An element, forced to recoil, is destroyed instead if it: 

Has an enemy element's front in contact with its flank or rear 
Is recoiling from shooting entirely at its rear edge 

Meets an enemy element, or impassible terrain 

Meets friendly elements it cannot pass thru or push back 
Meets a friendly camp occupied by a troop element 

Is in a camp 


If the rear edge or rear corner of a recoiling element 
contacts the rear edge of an enemy element 

or the rear corner of a recoiling element 
contacts the side edge of an enemy element 

= Mutual Destruction 


FLEEING 


A fleeing element recoils its own base depth, then turns 180 degrees 
and moves an additional full tactical move distance, towards its original rear. 


It changes direction only to avoid: 

enemy, 

friends it cannot pass through, 

a garrisoned camp, 

impassable terrain, 

bad going except Marsh or Rough. (Psiloi and Light Horse flee into all bad going) 
It halts if it cannot move at all. 


It cannot avoid a river, which destroys it unless paltry. 


WINNING AND LOSING 

If, at the end of any bound, one side has lost either: 

its general, 
or 4 elements, not including Scythed Chariots or camp followers, 
and has lost more elements than the enemy, loses the battle. 


A camp occupied by enemy during the battle, and still under enemy control 
counts as 2 extra elements lost. 


Elements that recoil, flee or otherwise move across a battlefield edge, count as lost 


CAMP GARRISONS. 


Each army has an on-table camp. 
It is occupied by an additional element of camp follower foot that cannot leave it, 


A camp can also be garrisoned by one of your troop elements, 
which can vacate it or be replaced by another such element. 


If troops are moved into a camp occupied by friendly camp followers, 
the latter are driven out to make room, and are permanently removed from the game. 


A garrison or other occupying element can vacate its camp voluntarily, by a tactical move, 
but does not pursue defeated attackers as an outcome move. 


An undefended camp, or a camp whose defenders have been destroyed, or have vacated it, 
can be occupied without combat by moving a troop element into it. 


An element that destroys the defenders of a camp in close combat immediately occupies it. 


A camp that is or has been occupied by the enemy, 
and which has not been reoccupied by its original side, is under enemy control. 


